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(54) Abstract Title 

Gaming device having related symbol selection game 

(57) A reel type gaming device comprises a bonus game which involves the selection of a target symbol from 
one or more sets of selectable symbols. Upon making the first selection cues are given to help the player in the 
next selection. The target symbols may be in the form of a list of numbers, wherein the value of the target 
symbol relates to a prize awarded, and the cues may be "higher" or "lower" directions. The player is given a 
limited number of picks with which to locate the target symbol and consequently win a prize. 
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GAMING DEVICE HAVING A RELATED SYMBOL SELECTION GAME 

BACKGROUND OF THE INVENTION 
The present invention relates in general to a gaming 
device, and more particularly to a gaming device having a 
related symbol selection game. 

Gaming device manufacturers strive to make gaming 
devices that provide as much enjoyment and excitement as 
possible. Providing a secondary or bonus game in which a 
player has an opportunity to win potentially large awards 
or credits in addition to the awards associated with the 
primary or base game of the gaming device is one way to 
enhance player enjoyment and excitement. 

Gaming devices having a secondary or bonus games 
generally employ a triggering event that occurs during the 
base game operation of the gaming device. The triggering 
event temporarily stalls or halts further base game play 
and enables a player to enter a second, different game, 
which is the bonus game. The player plays the bonus game, 
likely receives a bonus award, and returns to the base 
game . 

Currently, gaming machines or devices such as slot 
machines provide bonus games wherein a player has one or 
more opportunities to select one or more symbols from a 



plurality of possible symbols. If the player selects one 
of the designated winning symbols or a winning combination 
of symbols, the game awards the player a bonus value such 
as credits. The outcome depends upon the particular 
symbol or symbols obtained by the player. If the player 
selects a terminating symbol, the game ends. 

one known gaming device is the SPELLBINDER'm gaming 
device. For the bonus game of the SPELLBINDER™ gaming 
device, the gaming device displays the numbers one to 
twelve to a player. The gaming device selects one of the 
numbers from the set of numbers. The gaming device 
requires the player to input whether the player believes 
that the next number will be higher or lower than the 
selected number. If the player picked correctly, the 
gaming device provides an award to the player and repeats 
the process. If the player does not pick correctly, the 

bonus game ends. 

Other various bonus games have been associated with 
gaming machines. Therefore, to increase player enjoyment 
and excitement, it is desirable to provide new bonus games 
for gaming machines . 

SUMMARY OF THE INVENTION 
The present invention provides a gaming device and in 
particular a secondary or bonus game of a gaming device 
that includes at least one target set. The target set has 
a plurality of symbols including at least one symbol which 
is randomly designated to be the target symbol. The 
gaming device enables a player to pick symbols from the 
target set until the player selects the target symbol or 
runs out of picks. In one embodiment, the player receives 
a predetermined number of picks when the game begins. 
After the player picks a symbol, a relationship indicator 

2 



identifies the relationship between the picked symbol and 
the target symbol in the target set. If the picked symbol 
is not (or does not match) the target symbol, the 
relationship indicator indicates the relationship of the 
target symbol to the picked symbol. The player continues 
to pick symbols from the target set until the player 
obtainp the target symbol or runs out of picks. 
Preferably, the player receives an award for picking the 
randomly designated target symbol. It should be 

appreciated that the number of or type of target symbols 
in each target set may vary. Also, the target symbols may 
be the same symbols, different symbols or any combination 
of symbols in each bonus game. 

In one embodiment, the gaming device includes a 
plurality of target sets and provides an award to the 
player for each picked target symbol in each set . In one 
embodiment, the player has a total cumulative number of 
picks the player can use in selecting symbols in all of 
the target sets. Each target symbol is associated with. an 
award and the player's total award is based on the sum of 
the individual awards for each picked target symbol . It 
should also be appreciated that the processor or 
controller of the gaming device could randomly determine 
the awards for the target symbols. In accord with one 
aspect of the invention, each award is associated with a 
probability of being associated with a target symbol such 
that one award has a greater probability of being 
associated with a target symbol than another award. 

In another embodiment, the gaming device provides an 
award to the player based on the target symbols picked by 
the player. In one such embodiment, the symbols in each 
target set are numbers, such as the integers from zero to 
nine, and the target symbol is one of the numbers. When 



the player picks the target number, the gaming device uses 
the picked target number to determine the player's award- 
In one embodiment, the player receives the sum of the 
awards associated with each picked target symbol in a 
5 target set or sets. In an alternative embodiment, the 
player could receive an award or combined award based on 
completing an award combination. In this alternative 
embodiment, the award or combined award is a combination 
of the target numbers . The combination is formed by 

10 placing the target numbers in the combination based on the 
order that the target numbers are picked or alternatively, 
in another suitable order. Each picked target number 
makes up a digit of the combined award. If the player 
picks several target numbers, the player's award is an 

15 order of the digits of the target numbers. 

In a further embodiment, the gaming device provides 
the player with a number of picks. The gaming device also 
displays a masked combination of target numbers. The 
combination is formed by randomly selecting and placing 

2 0 target numbers in the combination based on the order that 

the target numbers are picked by the processor or in 
another suitable order. The combination may also be 
predetermined by the processor. Each picked target number 
makes up a digit in the combination. If the player picks 
25 all of the target numbers or digits in the combination, 
the gaming device preferably provides an award to the 
player. The award in one embodiment is based on the 
number of picks that the player has remaining. In one 
alternative embodiment, the player uses the player's 

3 0 remaining picks to select additional awards or prizes. In 

another embodiment, the player is provided with another 
bonus level or bonus game and the player uses their 
remaining picks in that bonus level or bonus game to 



obtain larger awards. 

In another embodiment, the award provided to the 
player for picking all of the target symbols in a target 
combination is based on the number of picks that the 
5 player actually uses to obtain the combination. In this 
embodiment, the gaming device provides a larger award to 
the player for using less picks to obtain the target 
symbol combination. 

In an alternative embodiment, the number of picks 
0 provided to the player is not displayed to the player. In 
this embodiment, the player's excitement and enjoyment of 
the gaming device increases because the player does not 
know when the player's picks will mn put and therefore, 
when the game will end. 

Although the present invention is discussed relative 
to a bonus game of a gaming machine, it should be 
appreciated that the present invention could be employed 
as a primary game in a gaming device. 

It is therefore an advantage of the present invention 
to provide a gaming device having a related symbol 
selection game. 

Other objects, features and advantages of the 
invention will be apparent from the following detailed 
disclosure, taken in conjunction with the accompanying 
sheets of drawings, wherein like numerals refer to like 
parts, elements, components, steps and processes. 

BRIEF DESCRIPTION OF THE DRAWINGS 
Fig, lA is front perspective view of one embodiment 
of the gaming device of the present invention. 

Fig. IB is front perspective view of another 
embodiment of the gaming device of the present invention. 

Fig. 2 is a schematic block diagram of the electronic 



configuration of one embodiment of the gaming device of 
the present invention. 

Fig. 3 is an enlarged front elevation view of one of 
the display devices of Figs. lA and IB, which illustrates 
5 one embodiment of the present invention where the symbols 
in the target set are numbers. 

F;Lg. 4 is a flow diagram of one embodiment of the 
present invention implemented in a bonus game. 

Figs. 5A and 5B are enlarged front elevation views of 
10 one of the display devices of Figs. lA and IB illustrating 
a first pick by a player in a target set and the response 
by the gaming device . 

Figs. 5C and 5D are enlarged front elevation views of 
one of the display devices of Figs. lA and IB illustrating 
15 a second pick by a player in the target set and the 
response by the gaming device. 

Fig. BE is an enlarged front elevation view of one of 
the display devices of Figs. lA and IB illustrating a 
third pick by a player in the target set, which is the 
target symbol, and an award associated with the target 
symbol . 

Figs. 5F and 5G are enlarged front elevation views of 
one of the display devices of Figs. lA and IB illustrating 
a first pick by the player in a new target set, which is 
the fourth overall pick in the bonus game, and the 
response by the gaming device. 

Figs. 5H and 51 are enlarged front elevation views of 
one of the display devices of Figs. lA and IB illustrating 
a second pick by the player in the target set, which is 
the fifth overall pick in the bonus game, and the response 
by the gaming device . 

Fig. 5 J is an enlarged front elevation view of one of 
the display devices of Figs. lA and IB illustrating a 
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25 



30 



third pick by the player in the target set, which is the 
sixth overall pick in the bonus game, that results in a 
second target symbol and an award. 

Fig. 5K is an enlarged front elevation view of one of 
5 the display devices of Figs. lA and IB 'illustrating a 
first pick in a new target set, which is the seventh 
overall and final selection in the bonus game, that 
results in a third target symbol and an award. 

Fig. 6 is an enlarged front elevation view of one of 
10 the display devices of Figs. lA and IB illustrating 
another embodiment of the present invention where the 
bonus game award equals the value of a target symbol 
combination . 

Fig. 7 is an enlarged front elevation view of one 
15 of the display devices of Figs. lA and IB illustrating 
another embodiment of the present invention. 

Fig. 8 is an enlarged front elevation view of the 
display devices of Figs. lA and IB illustrating a further 
embodiment of the present invention wherein the bonus game 
20 includes a target symbol combination. 
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DETAILED DESCRIPTION OF THE INVENTION 
Gaming Device and Electronics 
Referring now to the drawings, two embodiments of the 
gaming device of the present invention are illustrated in 
Figs. lA and IB as gaming device 10a and gaming device 
10b, respectively. Gaming device 10a and/or gaming device 
10b ar^ generally referred to herein as gaming device 10. 
Gaming device 10 is . in one embodiment ' a slot machine 
having the controls, displays and features of a 
conventional slot machine. It is constructed so that a 
player can operate it while standing or sitting, and 
gaming device 10 is preferably mounted on a console or 
cabinet. However, it should be appreciated that gaming 
device 10 can be constructed as a pxib- style table- top game 
(not shown) which a player can operate preferably while 
sitting. Furthermore, gaming device 10 can be constructed 
with varying cabinet and display designs, as illustrated 
by the designs shown in Figs. lA and IB. Gaming device 10 
can also be implemented as a program code stored in a 
detachable cartridge for operating a hand-held video game 
device. Also, gaming device 10 can be implemented as a 
program code stored on a disk or other storage or memory 
device which a player can use in a desktop or laptop 
personal computer or other computerized platform. 

Gaming device 10 can incorporate any primary game 
such as slot, poker, blackjack or keno, any of their bonus 
triggering events and any of their bonus games. The 
symbols and indicia used on and in gaming device 10 may be 
in mechanical, electrical, electronic or video form. 

As illustrated in Figs. lA and IB, gaming device 10 
includes a coin slot 12 and bill acceptor 14 where the 
player inserts money, coins or tokens. The player can 
place coins in the coin slot 12 or paper money or ticket 
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vouchers in the bill acceptor 14. Other devices could be 
used for accepting payment such as readers or validators 
for credit cards or. debit cards. When a player inserts 
money in gaming device. 10, a number of credits 
corresponding to the amount deposited is shown in a credit 
display 16, After depositing the appropriate amount of 
money, ^ a player can begin the game by pulling arm 18 or 
pushing play button 20. Play button 20 can be any play 
activator used by the player which starts any game or 
sequence of events in the gaming device. 

As shown in Figs. lA and IB, gaming device 10 also 
includes a bet display 22 and a bet one button 24. The 
player places a bet by pushing the bet one button 24 . The 
player can increase the bet by one credit each time the 
player pushes the bet one button 24 . When the player 
pushes the bet one button 24, the number of credits shown 
in the credit display 16 decreases by one, and the number 
of credits shown in the bet display 22 increases by one. 
The gaming device can also include other conventional 
wagoring indicators such as a bet max button 

A player may ''cash out" and thereby receive a number 
of coins corresponding to the number of remaining credits 
by pushing a cash out button 26. When the player "cashes 
out," the player receives the coins in a coin payout tray 
28. The gaming device 10 may employ other payout 

mechanisms such as credit slips redeemable by a cashier or 
electronically recordable cards which keep track of the 
player's credits. 

Gaming device 10 also includes one or more display 
devices. The embodiment shown in Fig. lA includes a 
central display device 30, and the alternative embodiment 
shown in Fig. IB includes a central display device 3 0 as 
well as an upper display device 32. The illustrated 



gaming device 10 displays a plurality of reels 34 (i.e., 
five reels 34) in video form at one or more of the display 
devices. However, it should be appreciated that the 
display devices can display any visual representation or 
5 exhibition, including but not limited to movement of 
physical objects such as mechanical reels and wheels, 
dynamip lighting and video images, A display device can 
be any viewing surface such as glass, a video monitor or 
screen, a liquid crystal display or any other display 
10 mechanism. If the reels 34 are in video form, the display 
device for the video reels 34 is preferably a video 
monitor. 

Each reel 34 displays a plurality of indicia such as 
bells, hearts, fruits, numbers, letters, bars or other 
15 images which preferably correspond to a theme associated 
with the gaming device 10. Furthermore, gaming device 10 
preferably includes speakers 36 for making sounds or 
playing music. 

20 As illustrated in Fig. 2, the general electronic 

configuration of gaming device 10 preferably includes: a 
processor 38; a memory device 40 for storing program code 
or other data; a central display device 30; an upper 
display device 32; a sound card 42; a plurality of 

25 speakers 36; and one or more input devices 44. The 
processor 38 is preferably a microprocessor or 
microcontroller-based platform which is capable of 
displaying images, symbols and other indicia such as 
images of people, characters, places, things and faces of 

30 cards. The memory device 40 can include random access 
memory (RAM) 46 for storing event data or other data 
generated or used during a particular game. The memory 
device 4 0 can also include read only memory (ROM) 48 for 

10 



storing program code which controls the gaming device 10 
so that it plays a particular game in accordance with 
applicable game rules and pay tables. 

As illustrated in Fig. 2, the player ' preferably uses 
the input devices 44, such as pull arm 18, play button 20, 
the bet one button 24 and the cash out button 26 to input 
signal^ into gaming device 10. In certain instances it is 
preferable to use a touch screen 50 and an associated 
touch screen controller 52 instead of a conventional video 
monitor display device. Touch screen 50 and touch screen 
controller 52 are connected to a video controller 54 and 
processor 38. A player can make decisions and input 
signals into the gaming device 10 by touching touch screen 
50 at the appropriate places. As further illustrated in 
Fig. 2, the processor 38 can be connected to coin slot 12 
or bill acceptor 14. The processor 38 can be programmed 
to require a player to deposit a certain amount of money 
in order to start the game. 

It should be appreciated that although a processor 3 8 
and memory device 40 are preferable implementations of the 
present invention, the present invention can also be 
implemented using one or more application-specific 
integrated ci rcuits (ASIC's) or other hard-wired devices, 
or using mechanical devices (collectively or individually 
referred to herein as a "processor") . Furthermore, 
although the processor 38 and memory device 40 preferably 
reside on each gaming device 10 unit, it is possible to 
provide some or all of their functions at a central 
location such as a network server for communication to a 
playing station such as over a local area network (LAN) , 
wide area network (WAN) , Internet connection, microwave 
link, and the like. The " processor 38 and memory device 40 
is generally referred to herein as the "computer" or 
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"controller." 

With reference to Figs. lA, IB and 2, to operate the 
gaming device 10 in one embodiment the player must insert 
the appropriate amount of money or tokens at coin slot 12 
5 or bill acceptor 14 and then pull the arm 18 or push the 
play button 20. In the slot embodiment, the reels 34 will 
then b^gin to spin. Eventually, the reels 34 will come to 
a stop. As long as the player has credits remaining, the 
player can spin the reels 34 again. Depending upon where 

10 the reels 34 stop, the player may or may not win 
additional credits . 

In addition to winning credits in this manner, gaming 
device 10 may also give players the opportunity to win 
credits in a bonus round. This type of gaming device 10 

15 will include a program which will automatically begin a 
bonus round when the player has achieved a qualifying 
condition in the game. This qualifying condition can be a 
particular arrangement of indicia on a display device. 
The gaming device 10 may use a video-based central display 

2 0 device 3 0 to enable the player to play the bonus round. 

The qualifying condition is a predetermined combination of 
indicia appearing on a plurality of reels 34 . As 
illustrated in the five reel slot game shown in Figs. lA 
and IB, the qualifying condition could be the number seven 
25 appearing on three adjacent reels 34 along a payline 56. 
It should be appreciated that the present invention can 
include one or more paylines, such as payline 56, wherein 
the paylines can be horizontal, diagonal or any 
combination thereof. 

3 0 Bonus Game 

In one embodiment of the present invention, if a 
player achieves a bonus triggering or qualifying condition 
during the primary game, the gaming device 10 



automatically initiates the bonus game of the present 
invention . 

Referring to Fig. 3, one embodiment of the display- 
device 3 0 or 32 of the present invention is illustrated. 
The display device 30 or 32 displays a target set 100 
including a plurality of player selectable symbols 102a to 
102 j (generally referred to as symbols 102) . At least one 
of the symbols 102 in the target set 100 is randomly 
determined by the processor as the target symbol for each 
play of the bonus game. Although this embodiment shows 
one target set, it should be appreciated that in other 
embodiments, a bonus game may include multiple target 
sets. In such an embodiment, the gaming device enables a 
player to pick a symbol in each target set . The gaming 
device provides an award to the player for each picked 
target symbol in the target sets . 

In the illustrated embodiment, the symbols are 
numbers and particularly integers from zero to nine. The 
symbols, however, may be any suitable symbols as desired. 
Also, the numbers are preferably displayed in sequential 
order starting with the lowest value on the left to the 
highest value on the right. It should be appreciated that 
any logical order may be displayed to a player based on 
the symbols being used in the bonus game. The order of 
the symbols (i.e., zero to nine) in this embodiment 
illustrates the relationship of the symbols to one 
another. 

The display device includes a picks remaining display 
104, an . award display 106 and relationship indicators 108 
and 110. 

The picks remaining display 104 indicates the number 
of picks that are remaining in a bonus game. At the start 
of a game, the gaming device determines the total number 
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of picks for that bonus game and displays the number of 
picks in the picks remaining display 104. The picks 
remaining display 104 decreases by one after each pick by 
a player. Thus, at any point in the game, the player 
5 knows how many picks are remaining in that game and may 
adjust the player's strategy accordingly. When the picks 
remainj.ng display indicates that there are no picks 
remaining in a game, the bonus game ends. 

The award display 10 6 indicates the total award 
10 received by a player in the bonus game. During a bonus 
game, any awards received by a player are added to the 
award indicated by the award display 106. Once a bonus 
game ends, the total award indicated by the award display 
106 is provided to the player. 

15 

The relationship indicators 108 and 110, indicate the 
relationship between a picked symbol and the target symbol 
in the target set. In the illustrated embodiment in Fig. 
3, the target set 100 includes ten symbols 102a to 102 j , 

20 designated with the numbers zero through nine . Since the 
target set includes numbers, the relationship indicators 
108 or 110 indicate whether a target number is higher or 
lower than a picked number in a target set. If the target 
number is higher than a picked number, the relationship 

25 indicator 108 is highlighted or illuminated to indicate 
this relationship to the player.. If the target number is 
lower than a picked number, the relationship indicator 110 
is highlighted or illuminated to indicate this 
relationship to the player. It should be appreciated that 

30 the relationship indicators 108 and 110 may indicate any 
relationship between a target symbol and a picked symbol. 
Although there are two relationship indicators in this 
illustration, a gaming device may have one or more 
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relationship indicators as desired by the game 
implementor . 

One embodiment of the bonus game of the present 
invention which includes multiple target sets operates 
5 according to the flow diagram in Fig. 4. The gaming 
device initiates a bonus game as indicated by block 112. 
Initially, a player receives a predetermined number of 
picks to start a bonus game as indicated by block 113. 
However, it should be appreciated that the number of picks 
10 may be randomly determined or be any number desired by the 
implementor. By limiting the number of picks, the chances 
of obtaining multiple target symbols and thereby multiple 
awards in this embodiment with multiple target sets 
becomes more difficult. Therefore, a player is challenged 
15 to obtain as many target symbols as possible before 
running out of picks in the bonus game. Such a challenge 
adds to a player's excitement and enjoyment of the game. 

The gaming device then selects and displays a target 
set including a plurality of symbols as indicated by block 
114. In one embodiment, the game displays a plurality of 
numbers ranging from 0 to 9 . While numbers are discussed, 
it should be appreciated that any symbols are 
contemplated, including letters A to Z, signs of the 
Zodiac, months of the year, characters, city names, state 
names, etc. It is preferred that the symbols are orderly 
arranged such as in a sequential order in displayed the 
target set. 

The game determines one symbol to be the target 
symbol in the target set as indicated by block 116. 
Preferably, the target symbol is randomly determined, 
however it should be appreciated that a target symbol may 
be a predetermined symbol in the target set. The target 
symbol is not displayed to the player until the player 
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picks the target symbol in the target set. 

Next, the gaming device prompts the player to select 
a symbol from the target set as indicated by block 118, 
which the player believes may be the target symbol in the 
target set. The prompt may be a statement or message 
displayed on the display device 30 or 32, or it may be a 
cursor, that flashes and notifies the player to select 
another symbol. It should be appreciated that the prompt 
may be any type of prompt initiated by the gaming device 
10 - 

Once the player picks a symbol, the gaming device 10 
completes a series of decisions as illustrated by the 
decision diamonds in the flow diagram of Fig. 4. The 
processor of the gaming device 10 first determines if the 
picked symbol is a target symbol as indicated by decision 
diamond 122. The processor of the gaming device compares 
the picked symbol to the predetermined target symbol in 

the target set . 

If the picked symbol is the target symbol, the gaming 
device highlights the target symbol in some manner to 
notify the player that the player picked the target symbol 
in the target set . It should be appreciated that the 
target symbol, may be highlighted by illuminating it, 
changing the color of the target symbol or by any other 
desired method. The gaming device then provides the 
player with an award as indicated by block 126. In the 
embodiment where there is only one target set in the game, 
Che bonus game ends. In the embodiment where there are 
several target sets in a bonus game, the processor of the 
gaming device 10 must determine if the player has any 
picks remaining in the bonus game as indicated by decision 
diamond 128b. If there are no picks remaining in the 
game, the game ends as indicated by oval 130. The player 
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receives the total award for that bonus game. 

The player receives an award for each picked target 
symbol. In one embodiment with multiple . target sets, the 
gaming device provides the player with an award associated 
with a target symbol. However, it is contemplated that 
the award value may also be randomly generated by the 
processor 38. In one embodiment of the present invention, 
the awards associated with the target symbols are 
associated with probabilities such that one award has a 
greater probability of being associated with a target set 
or symbol than another award. 

In another embodiment, the gaming device provides an 
award to a player based on the order in which the target 
symbols are picked. In this embodiment, target symbols 
are preferably numbers and the player's award is the value 
of the target number itself . When a player picks a target- 
number, the target number is separately displayed on the 
display device. Any siobsequently picked target numbers 
are displayed in sequential order next to the previously 
picked target number or numbers. The player receives the 
total award designated by the combination of the 
individual awards from each target symbol. For example, a 
target set includes the numbers one through nine. A 
player picks a target number one from a first target set . 
Then the player picks target number zero from a second 
target set and target number nine from a third target set . 
The player's total award for that bonus game is one 
hundred nine based on the sequential order of the picked 
target symbols. It should be appreciated that a player 
may receive the sum of the individual awards or some other 
suitable award as desired by the game implementor. 

If the player has picks remaining in the bonus game, ' 
the gaming device 10 displays a new target set with a 
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plurality of symbols to the player as indicated by block 
114. The gaming device determines the target symbol and 
prompts the player to pick a symbol from the target set as 
indicated by blocks 116 and 118 respectively. The gaming 
device then repeats the steps described above starting at 
block 120. 

If the player picks a symbol that is not the target 
symbol, the gaming device 10 must determine whether the 
player has any picks remaining in the bonus game as 
indicated by decision diamond 128a. If the player has 
picks remaining, the gaming device determines the 
relationship between the picked symbol and the target 
symbol. Once the relationship is determined, the gaming 
device displays the relationship to the player as 
indicated by block 124. The gaming device prompts the 
player to pick another symbol as indicated by block 118. 
The process described above is repeated until the player 
picks a target symbol in the target set or the player runs 
out of picks. If, however, the player does not have any 
picks remaining in block 128A, the game ends as indicated 
by block 130 and the bonus game award total is transferred 
to the player. 

Figs. 5A to 5K illustrate an example of one 
embodiment of the present invention. In this example, the 
target set symbols are numbers and the player starts out 
the game with seven picks. Also, the player does not 
start out with any symbols being revealed or with any type 
of award as shown by display 106 . 

Referring to Fig. 5A, a display device 30 or 32 
including a first target set 100 with a plurality of 
target symbols or numbers 102a through 102j is 
illustrated. This embodiment includes a plurality of 
target sets. The gaming device randomly determines one of 
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the numbers zero through nine to be the target symbol or 
target number in the first target set. The gaming device 
selects nine as the target number. The target number is 
not identified to the player until the player picks the 
5 target number in the target set. The gaming device then 
prompts the player to pick a number from the target set in 
a suit^le manner (not shown) such as using a touch screen 
or other symbol or number selector connected to the 
processor. In this game, the player's first pick is the 
10 number five designated as 102f from the target set 100. 

Referring now to Fig. 5B, the number five is 
highlighted as being the player's first pick. The 
processor of the gaming device 10 now determines whether 
the player's first pick is the target number which is 
15 nine, or whether the target number is higher or lower than 
the picked number. In this example, the gaming device 
compares the first pick 102f to the target number nine. 
The gaming device 10 determines that the target number is 
higher than the picked number, five, and therefore 
20 highlights the relationship indicator 108. Relationship 
indicator 108 illuminates to notify the player that the 
target symbol is higher than the first picked number. The 
player must pick a symbol that is higher than their first 
pick so that they have a chance to obtain the target 
25 symbol. Also, the pick remaining display 104 now shows 
that there are six picks remaining in the bonus game. 

The player makes their second pick from the group of 
numbers 102 in target set 100 as illustrated in Fig. 5C, 
The player picks the number eight, designated as 102i, 
30 which is highlighted. The processor of the gaming device 
determines that the target number nine is still higher 
than the second pick and therefore highlights the 
relationship indicator 108 as illuminated in Fig. SD. 
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Relationship indicator 108 illuminates to notify the 
player that the target number is higher than the picked 
number. Because there is only one number higher than the 
player's last pick, the player will likely obtain the 
target symbol on their next pick. It should be 

appreciated that although the next pick appears obvious, 
the pXayer preferably must make the correct pick of the 
target number. If by chance, the player picks a different 
number, the game will continue as described above. In one 
embodiment of the bonus game, the player will 
automatically obtain the target number when there is only 
one possible pick remaining in the target set. In another 
embodiment, the processor deactivates numbers that were 
selected by the player and were not the target numbers. 
15 In this embodiment, the player eventually obtains the 
target number when all of the other numbers in the target 
set, except the target number, are deactivated by the 
processor. Referring to Fig. 5D, the player has five 
picks remaining in the bonus game as indicated by the pick 
20 remaining display 104. 

Referring now to Fig, 5E, the player picks the first 
target number. The player picked the number nine which is 
the target number in the target set 100. Thus, an award, 
which in this embodiment is a predetermined award value of 
25 twenty-five, is displayed in the award display 106. The 
player still has four picks remaining in the bonus game as 
indicated in the pick remaining display 104 and therefore 
continues to play the bonus game. It should thus be 
appreciated that in this embodiment, the number of picks 
the player uses for each target set will determine the 
number of picks available to the player for subsequent 
target sets. 
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In Fig. 5F, the player is now trying to match a 
second target number in a new target set 100a. The gaming 
device determines the target number to be the number four 
(102d) from the second target set. As illustrated, the 
5 picked numbers that were highlighted previously, are not 
highlighted anymore because the player is attempting to 
obtain^ a new target number in a new target set 100. 

Here, the player picks the number six designated as 
102g, from the group of numbers 102 in the second target 
10 set 100 as illustrated in Fig 5F. The processor of the 
gaming device 10 determines whether this pick is the 
target number or if the target number is higher or lower 
than the picked number. In this case, as shown in Fig. 
5G, the target number four is lower than the picked 
15 number. Thus, the target number indicator 110 is 

illuminated, which notifies the player that the target 
number is lower than the picked number. On the next pick, 
the player must pick a lower number than their first pick 
in this target set to obtain the target number. After 
2 0 this pick, the player has only three picks remaining as 
indicated by the pick remaining display 104. 

In Fig. 5H, the player makes their second pick in the 
target set and the sixth pick overall in the bonus game. 
The player picks the number three designated as 102d. 
25 This pick is lower than their previous pick of six that is 
highlighted. However, as Fig. 51 illustrates, this pick 
is still not the target number. The processor of the 
gaming device 10 determines that the target number four is 
higher than the player's second pick, three, and notifies 
the player by illuminating the target symbol indicator 
108. The player now must pick either the four (102e) or 
five (102f) with their next pick. The player has only two 
picks remaining as shown in the pick display 104. 
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Referring now to Fig. 5 J, the player picks the target 
number from the second target set 100a. The player picked 
the number four (102e) , which is the target number. The 
gaming device provides an award of twenty-five to the 
5 player. The award of twenty-five is added to the player's 
previous award of twenty- five to give a total award for 
the bojius game of fifty. The pick remaining display 104 
now shows that the player has only one pick remaining in 
this game to obtain another target number. 

10 In Fig. 5K, the player makes a first pick in the 

third target set 100b . The gaming device determines the 
target number to be the number five (102f) . Although this 
is the player's first pick in the new target set, it is 
the player's seventh and final pick in the bonus game. 

15 The player picks the number five (102f) from the third 
target set. Fortunately for the player, the player picked 
the target number in the third target set on their first 
pick. The gaming device provides an award of twenty- five 
to the player for picking the target number. The player 

20 now has a total award of seventy-five for the bonus game. 
Since this is the final pick, the player receives a total 
award of seventy-five for the bonus game as indicated by 
the award display 106. If the player did not pick the 
target number with the player's final pick, the player may 

25 not obtain an award for the third target set 100b. It 
should be appreciated that the award associated with each 
subsequent target set or target number increases in one 
embodiment . 

Referring now to Fig. 6, another embodiment of the 
30 present invention is illustrated where the award or 
combined award equals a combination of target symbols. 
The .symbols in this embodiment are preferably numbers. 
However, it should be appreciated that the symbols can be 
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any suitable symbols desired by the game implementor. In 
this embodiment, the gaming device provides an award for 
the combination of each picked target number. The award 
or combined award is the order of the target numbers. 
Once the target number is picked, the target number is 
transferred to the award combination 112 . The award 
combination preferably includes three award locations 114 
including a first award location 114 a, a second award 
location 114b and a third award location 114c. It should 
be appreciated that an award combination can include any 
suitable number of award locations as desired. 

In this illustration, the player picked the first 
target number, which was the number one (102b). The 
number one, therefore ,\ is transferred to the first award 
location 114a. The player then picked the target number 
five {102f) from the second target set. This target 
number is placed in the second award location 114b in the 
award combination 112. If the player ran out of picks at 
this point in the bonus game, the player would receive the 
award indicated by the award combination. The award would 
be the value represented by the first and second target 
numbers in award locations 114a and 114b, which is 
fifteen. This is a relatively low bonus award because the 
first number is a low number. Becauije of such 

possibility, the game implementor may want to weight 
higher numbers in the target set to be randomly selected 
for the first target set to increase the award to the 
player in such cases. Alternatively, if the award is 
below a pre -determined threshold, the processor may cause 
a replay of the game to provide a sufficient award to the 
player. Alternatively, the number may be used, as a non- 
credit value such as a multiplier, number of free spins or 
number of free games. 



In the third target set, the player picked the third 
target number, which was two. The target number two is 
transferred to the third and final award location 114c in 
the award combination 112. In this embodiment, the bonus 
game ends when the player completes the award combination 
or runs out of picks. Here, the player completed the 
award .combination 112. The player receives the total 
award indicated by the award combination 112, which is one 
hundred fifty-two. This award is displayed in the award 
display 10 8. 

In one aspect of this embodiment, the player may 
receive an addi tional . award (not shown) for completing the 
award combination 112. The additional award may be a 
predetermined award, a random award or any type of award 
desired. In another aspect of this embodiment, each 
subsequent target set is larger in size, or includes more 
symbols or numbers. By increasing the target set size, 
the level of difficulty of obtaining the target numbers in 
each subsequent target set increases. For example, in a 
game with three target sets, the first target set includes 
five numbers, the second target set includes seven numbers 
and the third target set includes ten numbers. It should 
also be appreciated that the target set size could 
decrease or could be randomly determined. 

In another embodiment of the present invention, the 
gaming device provides additional awards to a player for 
having picks remaining at the end of a bonus game. 
Preferably, the gaming device provides an award for each 
remaining pick. In another aspect of this embodiment, the 
player uses their remaining picks to select additional 
awards or prizes. In another embodiment, the player is 
provided with another bonus level or bonus game for having 
picks remaining in the game. The player uses their 



remaining picks in that bonus level or bonus game to 
obtain larger awards. In a further aspect of this 
embodiment, the gaming device displays several masked or 
hidden selections to the player (not shown) , The player 
5 picks a selection with each remaining pick from the bonus 
game. Each selection provides an additional award to the 
player,. The additional award may be any type of award 
desired by the game implementor. 

Referring now to Fig. 7, the display device 30 or 32 
LO illustrates another embodiment of the present invention. 
In this embodiment, the target set 200 includes symbols 
202 designated as 202a to 202f. The symbols 202 are 
letters in the alphabet and are arranged in a vertical 
configuration. The gaming device provides a predetermined 
5 award associated with each target letter. The award can 
also be based on the total number of target letters 
obtained by a player in the bonus game. The relationship 
indicators are represented by an up arrow 206 and a down 
arrow 208. Relationship indicator 2 06 is highlighted or 
0 illuminated if a target letter is higher than or above a 
picked symbol. If the target letter is lower than or 
below a picked symbol then the down arrow 208 is 
highlighted. If a player obtains a target letter in the 
target set 100, the target letter is transferred to the 
5 award combination 204. The award combination includes one 
or more award locations. In this illustration, the award 
combination has four award locations 204a to 204d- The 
first award location 204a represents the first target 
letter obtained by the player, the second award location 
204b represents the second target letter obtained by the ' 
player, and so forth. In this illustration, the player 
obtained all four of the target letters in the award 
combination 204. Each target letter represents an award 
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determined by the game implementor. This ernbodiment also 
has an award display 210 that indicates the accumulated 
award provided to the player during the bonus game. It 
also includes a pick remaining display 212 that indicates 
the number of picks remaining in the bonus game. 

Referring now to Fig . 8, a further embodiment of the 
present invention is illustrated where the gaming device 
provides the player with a number of picks at the 
beginning of the . bonus game. The number of picks such as 
four is displayed to the player by the picks remaining 
display 30.4. .The gaming device also displays a masked 
target combination 312 having one or more masked target 
numbers 313: The player picks a number 302a to 302 j from 
the target set 300 until the player picks a target number. 
The target number indicators 308 and 310 indicate whether 
the selected number is higher or lower than the target 
number . 

in Fig. 8, the target combination includes three 
masked target numbers "2," "1" and "8" (shown in phantom). 
The processor forms the target combination 312 by randomly 
selecting and placing the target numbers 313 in the target 
combination, from a plurality of target numbers (not shown) 
based on the order that the target numbers are selected. 
It should be appreciated that the target combination may 
include target symbols or other characters as desired by 
the game implementor. It should also be appreciated that 
the order that the target numbers are placed in the target 
combination can be any suitable order. Additionally, the 
target combination may be predetermined by the processor. 
Each picked target number in a target set is a digit in 
the target combination. 

If the player picks all of the target numbers or 



digits in the combination, the gaming device preferably 
provides an award (not shown) to the player. The award is 
preferably based on the number of picks that the player 
has remaining in the bonus game. In one embodiment, the 
5 player uses their remaining picks to select additional 
awards or prizes. In another embodiment, the player is 
provided with another bonus level or bonus game and the 
player uses their remaining picks in that bonus level or 
bonus game to obtain additional awards. 

another embodiment, the award provided to the 
player for picking all of the target numbers or symbols in 
the target combination is based on the number of picks 
that the player actually uses to obtain the target 
combination. In this embodiment, the gaming device 

15 provides a larger award to the player for using less picks 
to obtain the target combination. It should also be 
appreciated that the player may also obtain an additional 
award or larger award for obtaining the target number or 
symbol in a target set based on the number of picks used 
2 0 by the player. 

In an alternative embodiment, the number of picks 
provided to the player is not displayed to the player. In 
this embodiment, the player's excitement and enjoyment of 
the bonus game increases because the player does not know 
25 when their picks will run out and therefore, when the game 
will end. 

While the present invention has been described in 
connection with what is presently considered to be the 
most practical and preferred embodiments, it is to be 
30 understood that the invention is not limited to the 
disclosed embodiments, but on the contrary is intended to 
cover various modifications and equivalent arrangements 
included within the spirit and scope of the claims. It is 



thus to be understood that modifications and variations in 
the present invention may be made without departing from 
the novel aspects of this invention as defined in. the 
claims, and that this application is to be limited only by 
the scope of the claims. 
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CLAIMS 



1. A gaming device comprising: 
a display device; 

a processor which commimicates with said display device; 
a target set including a plurality of player selectable 
symbolg displayed by said display device, wherein at least 
one of said symbols is designated as a target symbol by 
said processor; 

a symbol selector in communication with said processor; 
at least one relationship indicator controlled by said 
processor which identifies a relationship between said 
target symbol and the symbols selected by said player 
using said symbol selector; and 

an award based on the target symbol, whereby the award is 
provided to the player after the player picks said target 
symbol . 

2. The gaming device of Claim 1, wherein said symbol 
selector includes a plurality of buttons, each of said 
buttons corresponding to each of said player selectable 
symbols in said target set. 

3. The gaming device of Claim 1, wherein said symbol 
selector includes a touch screen connected to the display 
device . 

4. The gaming device of any of Claims 1 to 3 , wherein 
said relationship indictor is displayed by the display 
device , 

5. The gaming device of any of Claims 1 to 4 , which 
includes a plurality of relationship indicators which 
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identify a relationship between said target symbol and the 
symbols selected by said player using said symbol 
selector. 

5 6. The gaming device of any of Claims 1 to 5, which 

includes a predetermined number of picks, wherein a player 
selects symbols until the player picks the target symbol 
the target set or there are no picks remaining. 
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7. The gaming device of Claim 6. wherein the award 
includes an additional value if the player has picks 
remaining after the player selects the target symbol in 
the target set . 

15 8. The gaming device of any of Claims 1 to 7 , wherein 
the award is based on the value of the selected target 
symbol . 

9. The gaming device of Claim 8, wherein the award 
20 equals the value of the selected target symbol. 

10. The gaming device of any of Claims 1 to 9, which 
includes a plurality of target sets. 

25 11. The gaming device of Claim 10, wherein the award is 

based on the target symbols selected by the player in each 
of said target sets. 

12. The gaming device of Claim 10, wherein the awards 
30 associated with each target symbol selected by the player 
are combined by the processor to provide a combined award 
for the player. 
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13, The gaming device of Claim 12, wherein the combined 
award is based on the order of each award associated with 
each target symbol . 

5 14. The gaming device of Claim 12, wherein each of said 
awards equals the value of said corresponding target 
symbol, from said target sets. 

15. The gaming device of any of Claims 1 to 14, which 

0 includes a probability of being selected associated with 
each symJDol in said target set. 

16. The gaming device of any pf Claims 1 to 15, wherein 
the probability of being selected associated with one of 

5 the symbols in said target set is greater than the 

probability of being selected associated with another of 
said symbols in the target set. 

17. A gaming device comprising: 
a processor; 
a number of picks; 

a target set displayed to said player including a 
plurality of symbols, wherein at least one of said symbols 
is randomly designated as a target symbol by said 
processor; 

a target symbol indicator which identifies the 
relationship of said target symbol to each symbol selected 
by a player; 

a symbol selector in communication with said processor, 
which enables the player to pick symbols until the player - 
picks the target symbol or until there are no picks 
remaining; and 

an award provided to the player based on the target 



symbol . 

18. The gaming device of Claim 17, which includes a 
plurality of different numbers of picks and a probability 
of being selected associated with each different number of 

picks . 

19. The gaming device of Claim 18, wherein the 
probability of being selected associated with one of the 
number of picks is greater than the probability of being 
selected associated with another number of picks. 

20. The gaming device of any of Claims 17 to 19, wherein 
the award includes an additional value if the player has 
picks remaining after the player selects the target symbol 
in the target set. 

1. The gaming device of any of Claims 17 to 20, which 
includes a plurality of target sets. 

22. The gaming device of Claim 21, wherein the award is 
based on the target symbols selected by the player in each 
of said target sets using all of the number of picks. 

23. The gaming device of Claim 21, wherein the awards 
associated with each target symbol selected by the player 
are combined by the processor to provide a combined award 
for the player. 

24. The gaming device of Claim 23, wherein the combined 
award is based on an order of selection of each target 
symbol . 



The gaming device of any of Claims 17 to 
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which includes a probability of being selected associated 
with each symbol in said target set. 

The gaming device of Claim 25, wherein the 
5 probability of being selected associated with one of the 
symbols in said target set is greater than the probability 
of being selected associated with another of said symbols 
in the target set. 

10 27. A gaming device comprising: 
a processor; 

a plurality of target sets displayed to a player including 
a plurality of player selectable symbols, wherein at least 
one of said symbols in each target set is designated as a 
15 target symbol for that target set by said processor; 

a symbol selector in communication with said processor; 
at least one relationship indicator controlled by said 
processor which identifies a relationship in each target 
set between said target symbol in said target set and the 
20 symbols selected by said player in each target set using 
said symbol selector; and 

a combined award based on the tar-get symbols in the 
target sets selected by the player. 

25 28. The gaming device of Claim 27, wherein the combined 

award is based on the order of the target symbols selected 
by the player. 

29. The gaming device of Claim 27 or 28, which includes a 
3 0 number of picks provided to the player by said processor, 
wherein the player picks symbols in the target sets until 
the player picks all of said target symbols or until there 
are no picks remaining. 
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30. The gaming device of Claim 29, wherein the number 
picks is predetermined. 



31. The gaming device of Claim 29, wherein the number of 
picks is randomly determined. 

32. The gaming device of any of Claims 29 to 31, which 
includes an additional award to a player for obtaining all 
of said target symbols in the target sets. 

33. A gaming device comprising: 
a processor; 

a target set displayed to a player including a plurality 
of numbers, wherein at least one of said numbers is 
randomly designated as a target number by said processor; 
a number selector in communication with said processor; 
and 

a relationship indicator controlled by said processor 
which identifies the relationship between a target number 
and the numbers picked by the player using the number 
selector wherein the player picks the numbers in the 
target set vmtil the player picks the target number. 

34. The gaming device of Claim 33, wherein the 
relationship indicator indicates whether the target number 
is higher, lower, one away from, next to or equal to the 
numbers selected by the player in the target set. 

35. The gaming device of Claim 33 or 34, which includes 
an award provided to the player wherein the award is based 
on at least one of the group consisting of: the number of 
target symbols selected by the player, the number of 
target sets selected by the player, the number of picks 
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used by the player to select the target symbols, and the 
number of picks remaining from a predetermined plurality 
of picks. 



5 36. The gaming device of any of Claims 33 to 35, 

which includes a probability of being selected associated 
with e^ch number in said target set. 
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^'^ ' The gaming device of Claim 36, wherein the 

probability of being selected associated with one of the 
numbers in said target set is greater than the probability 
of being selected associated with another of said numbers 
in the target set. 



15 38. The gaming device of Claim 36, wherein the 
probabilities of being selected are equal. 

39. The gaming device of any of Claims 3 3 to 38, wherein 
the relationship indicator includes a first indicator 

20 which indicates that said target number is higher than a 
picked number and a second indicator which indicates that 
said target number is lower than said picked number. 

40, A gaming device comprising: 
25- a processor; 

a plurality of target sets displayed to a player including 
a plurality of player selectable symbols, wherein at least 
one of said symbols in each target set is designated as a 
target symbol for that target set by said processor; 
a symbol selector in communication with said processor; 
a number of picks provided to the player by said 
processor, wherein the player picks symbols in the target 
sets until the player picks all of said target symbols or 
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until there are no picks remaining; 

at least one relationship indicator controlled by said 
processor which identifies a relationship in each target 
set between said target symbol in said target set and the 
symbols picked by said player in each target set using 
said symbol selector; and 

a combined award based on the order of the target symbols 
selected by the player. 

41. The gaming device of Claim 40, which includes a 
predetermined award level, wherein if the combined award 
is less tban the predetermined award level, the combined 
award is used as a non-credit value. 

42. The gaming device of Claim 41, wherein the non-credit 
value is selected from the group consisting of : a number 
of free spins, a multiplier, and a number of free games. 

43. A gaming device comprising: 
a display device; 

a processor which communicates with said display device; 
a target set including a plurality of player selectable 
symbols displayed by said display device, wherein at least 
one of said symbols is designated as a target symbol by 
said processor; 

a symbol selector in communication with said processor; 
at least one relationship indicator controlled by said 
processor which identifies a relationship between said 
target symbol and the symbols selected by said player 
using said symbol selector; and 

an award based on the number of picks used by the player 
to select the target symbol, whereby the award is provided 
to the player after the player picks said target symbol. 
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44. The gaming device of Claim 43, which . includes a 
plurality of target sets having a plurality of player 
selectable symbols displayed by said display devi.ce, 
wherein at least one of said symbols in each target set is 
5 designated as a target symbol by said processor, and 

wherein the award is based on the number of picks used by 
the player to select the target symbols in the target 
sets . 



10 45. A gaming device comprising: 
a display device; 

a processor which communicates with said display device; 
a target set ijacluding a plurality of player selectable 
symbols displayed by said display device, wherein at least 
15 one of said symbols is designated as a target symbol by 
said processor; 

a symbol selector in communication with said processor; 
at least one relationship indicator controlled by said 
processor which identifies a relationship between said 
2 0 target symbol and the symbols selected by the player using 
said symbol selector; and 

an award based on the number of picks remaining from a 
plurality of picks provided to the player, whereby the 
award is provided to the player after the player picks 
25 said target symbol. 

46. The gaming device of Claim 45, which includes a 
plurality of target sets having a plurality of player 
selectable symbols displayed by said display device, 
30 wherein at least one of said symbols in each target set is 
designated as a target symbol by said processor, and 
wherein the award is based on the number of picks 
remaining from a plurality of picks provided to the player 



after the player picks all of the target symbols 
target sets . 



47. A gaming device comprising: 
a display device; 

a processor which communicates with said display device; 
a plurality of target sets, each target set including a 
plurality of player selectable symbols displayed by said 
display device, wherein at least one of said symbols is 
designated as a target symbol by said processor; 
a symbol selector in communication with said processor; 
at least one relationship indicator controlled by said 
processor which identifies a relationship between said 
target symbol and the symbols selected by said player 
using said symbol selector; and 

an award provided to the player based on the target 
symbol, whereby said award is provided to said player 
after said player picks said target symbol . 

48. The gaming device of Claim 47, wherein the award is 
based on the total number of target symbols selected by 
the player. 

49. A gaming device comprising: 
a processor; 

a number of picks; 

a target set displayed to a player including a plurality 
of symbols, wherein at least one of said symbols is 
randomly designated as a target symbol by said processor; 
a target symbol indicator which identifies the 
relationship of said target symbol to each symbol selected 
by a player; and 

a symbol selector in communication with said processor, 
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which enables the player to pick symbols until the player 
picks the target symbol or until there are no picks 
remaining. 

5 50. The gaming device of Claim 49, which includes an 

award provided to the player wherein the award is based on 
at lea^t one of the group consisting of: the number of 
target symbols selected by the player, the number of 
target sets selected by the player, the number of picks 
10 used by the player to select the target symbols, and the 
number of picks remaining from a predetermined plurality 
of picks. 

51. The gaming device of Claim 49 or 50, which includes 
15 at least one additional bonus game provided to a player 

when the player has picks remaining after the player picks 
the target symbol in the target set. 

52. The gaming device of Claim 51, which includes an 
20 additional award provided to the player based on the 

number of remaining picks , 

53. The gaming device of Claim 51 or 52, wherein the 
remaining picks are provided to the player in the 

25 additional bonus game or games. 

54. A gaming device comprising: 
a display device; 

a processor which communicates with said display device; 
30 a plurality of target sets, each target set including a 
plurality of player selectable symbols displayed by said 
display device, wherein at least one of said symbols is 
designated as a target symbol by said processor; 



a target symbol combination including at least one target 
symbol from the target sets displayed by said display 
device ; 

- a symbol selector in communication with said processor; 
5 at least one relationship indicator controlled by said 
processor which identifies a relationship between said 
target, symbol in the target set and the symbols selected 
by said player using said symbol selector; and 

an award provided to the player when the player picks 
10 all of the target symbols in the target symbol 
combination. 

55. The gaming device of Claim 54, which includes a 
number of picks provided to the player. 

15 

56. The gaming device of Claim 55, wherein the number of 
picks is predetermined. 

57. The gaming device of Claim 55, wherein the number of 
2 0 picks is randomly deteirmined. 

58. The gaming device of any of Claims 55 to 57, which 
includes an additional award provided to the player where 
the player has picks remaining after the player picks all 

25 of the target symbols in the target symbol combination. 

59. The gaming device of Claim 58, wherein the additional 
award is a non-credit value. 

30 60, The gaming device of Claim 59, wherein - the non-credit 
value is selected from the group consisting of: at least 
one free game, . at least one free spin and at least one 
multiplier. 
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61. A method of operating a gaming device, the method 
comprising the steps of : 

(a) determining a target symbol in a target set 
having a plurality of symbols; 
5 (b) enabling a player to pick a symbol from said 

target set; 

(p) determining whether the picked symbol is the 
target symbol ; 

(d) indicating the relationship of the picked symbol 
10 to said target symbol if the picked symbol is not the 

target symbol ; 

(e) repeating steps (a) to (d) lantil a number of 
player picks of said symbols are used by the player; and 

(f) providing an award, an advancement to another 
15 target set, or an advancement to another bonus game to the 

player if the player picks the target symbol . 

62. The gaming device of Claim 61, which includes the 
step of providing a predetermined number of picks to a 

20 player. 

63. The method of Claim 61 or 62, which includes the step 
of operating the gaming device through a data network. 

25 64. The method of Claim 63, wherein the data network is 
an internet - 
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